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<^T Alien  attack! 

Alien  attack  from  overhead!  Keep  your  finger  hot  on  the  trigger!  You  must  make  your  way 
from  point  to  point  along  the  constantly  changing  and  challenging  moonscape. 

Fire  missiles  straight  up  at  the  UFOs  and  straight  ahead  to  disintegrate  obstacles.  There  are 
bottomless  craters  waiting  to  swallow  you  up!  Boulders  and  rolling  stones  block  your  path. 
Watch  for  land  mines,  cannons  and  hungry  space  plants  as  you  scream  across  the  moon’s 
surface.  Low-flying  space  crafts  are  always  on  your  tail  to  keep  you  alert  against  time  and  space! 
Make  better  time  to  earn  bonus  points;  score  high  to  earn  extra  patrol  cars.  Complete  the 
beginner  course,  then  take  on  the  more  difficult  championship  course  to  master  this  great 
classic. 


Concentrate  on  destroying  all  the  UFO’s  and  ground  objects  and  trying  to  complete  all  the 
missions. 

Use  your  control  buttons  to  help  you: 

—  U  to  slow  down  your  tank. 

Also  press  “L"  while  jumping  to  make  a  short  jump!  ("B”  +  "L”) 

—  R'  to  speed  up  your  tank. 

Also  press  "R”  while  jumping  to  make  a  long  jump!  ("B"  +  "R”) 

B  ’  to  jump  over  objects. 

—  A  to  start  the  game  and  to  fire. 

At  several  key  points  during  the  game,  you  must  slow  down  to  shoot  something  and  then 
quickly  jump  and  speed  up  in  the  air  to  make  the  jump  over  the  hole!  Or  you  may  have  to 
slow  down  to  get  your  top  gun  in  line  with  a  UFO  and  then  quickly  speed  up  if  they  drop 
a  bomb! 

When  you  first  start  the  game,  you  will  be  on  the  first  small  section  mark  before  the  letter  "E" 
on  the  radar.  As  you  play  through  the  stage  levels,  the  stages  will  get  longer  the  further  you 
go  in  the  game.  The  actual  length  of  each  level  depends  on  how  fast  you  drive  your  tank 
and  if  you  don’t  get  hit  or  slow  down  at  all. 

You  begin  play  with  your  existing  Tank  plus  2  additional  tanks  in  reserve.  When  you  lose  a 
Tank  in  battle,  you  take  on  the  life  of  the  new  Tank  from  your  reserve.  If  you  ever  lose  all  your 
Tanks,  it’s  GAME  OVER.  You  gain  an  additional  tankat  30,000  points  and  then  every  50,000 
poyite. 

Once yoffcomplete  a  main  section  and  then  you  get  hit,  you  don’t  start  the  entire  level  over. 
Instead,  you  start  on  the  last  section  you  completed.  For  example,  if  you  just  completed 
section  'A’  and  then  get  hit  on  the  beginning  section  of  ‘B’  you  will  start  your  next  tank  on 
the  start  of  section  ‘B’  and  not  ‘A’  since  you  just  completed  that  section. 

Your  tank  is  equipped  with  two  guns.  The  top  gun  will  let  you  shoot  a  steady  stream  of 
bullets.  The  bullets  can  only  shoot  straight  up.  This  gun  is  used  for  shooting  the  UFO  ships 
and  their  incoming  bullets.  But  the  second  gun  fires  straight  ahead  along  the  surface  of  the 
moon.  You  can  only  fire  one  bullet  with  the  straight  gun  at  a  time  and  it  has  a  limited  range. 
Once  the  straight  bullet  hits  something  or  reaches  it’s  limited  range  then  you  can  fire  it  again. 
Proper  timing  of  this  gun  is  needed  to  destroy  rocks  and  cannon  gunners. 


A^THIS  AIN’T  NO  JOLLY  MAN  IN  THE  MOON 
THING 

You  are  in  control  of  a  tank  on  the  surface  of  the  moon,  trying  to  survive  three  different 
attacking  UFO  ships.  As  you  drive,  jump,  and  shoot  with  your  tanks,  you  will  experience 
incredible  surface  hazards.  Your  goal  is  to  complete  all  the  missions  on  the  Moon’s  surface. 
The  game  is  broken  up  into  main  sections.  Section  "E"  is  the  end  of  the  first  main  section  of 
the  game.  But  you  will  start  out  at  section  "A"  and  then  go  to  section  "B"  and  "C  and  so  on. 
Every  time  you  complete  a  main  section,  (E,  J,  D,  T,  Z)  the  game  will  change  pace. 

Different  challenges  will  appear  in  each  section  of  play  —  rocks  will  be  placed  at  different 
Hoeatiorrbbetweei  i  tl  ie-4roles‘  Hi  Ll  re  1 1  iooi  i  sui  face, m iakii  ig  it  i  t  mre  difficulLldTimeTour  jumps 
correctly.  Shoot  the  rocks  before  you  have  to  jump! 

The  different  sections  will  be  marked  on  the  radar  map  at  the  bottom  of  the  screen.  They 
will  flash  on  and  off  to  let  you  know  where  you  are  in  the  game.  The  map  shows  two  smaller 
sections  before  each  main  section  appears. 

Complete  all  missions  A  through  Z  and  to  score  as  many  points  as  you  can.  After  you  reach 
point  Z,  you  will  start  the  game  over  again  but  the  difficulty  will  increase.  When  you  lose 
all  your  tanks,  it’s  GAME  OVER.  You  gain  an  additional  tank  when  you  reach  30,000  points 
and  more  additional  tanks  for  every  50,000  points  scored.  You  will  also  be  rewarded  two 
additional  tanks  whenever  you  finish  a  mission! 


GUN  ONE  FUN. 


GUN  TWO  FOR  YOU. 


^“Mission  controls 


ON/OFF 

SOUND 

PAUSE 

L 

R 

B 

A 

RESET 


to  turn  on  the  game, 
to  turn  off  the  game, 
to  turn  on  the  sound, 
to  turn  off  the  sound, 
to  pause  the  game, 
to  slow  down  your  tank. 

to  take  a  short  jump  (while  in  the  air  from  a  jump), 
to  speed  up  your  tank. 

to  take  a  long  jump  (while  in  the  air  from  a  jump). 

to  jump  over  objects. 

to  start  the  game. 

to  fire  your  twin  guns. 

to  reset  the  game  if  your  unit  malfunctions. 


TO  PLAY 


Press  the  ON/OFF  button  to  turn  on  the  game  with  a  melody.  The  highest  score  will  be 
displayed. 

To  begin  play  or  restart,  press  the  “A"  button.  This  will  start  the  game. 


You  will  face  various  enemies  on  the  ground  and  in  the  air.  Both  ground  and  air  enemies  can 
attack  at  the  same  time. 

AIR  ATTACKS: 

All  air  attacks  come  from  the  UFOs.  There  are  three  different  types.  The  UFO’s  usually  attack 
in  groups  and  will  hover  back  and  forth  on  the  screen  until  you  shoot  them  all.  Sometimes 
if  you  don’t  shoot  the  UFO  ships  in  a  set  time  frame,  they  will  fly  off  the  screen.  The  UFO's 
will  drop  bombs  at  you  trying  to  destroy  you.  You  can  either  speed  your  tank  up  or  slow  it 
down  to  avoid  being  hit  by  the  bombs.  If  you  line  up  your  top  gun,  you  can  shoot  down 
the  bombs  as  they  drop.  To  destroy  all  the  UFO  ships,  you  have  to  hit  them  once  with  your 
TOP  GUN.  In  later  levels,  this  will  become  increasingly  difficult  because  the  UFO’s  will  move 
back  and  forth  very  quickly,  making  them  very  difficult  to  shoot.  Also  more  than  one  UFO 
will  be  on  the  screen  at  one  time.  Sometimes  two  different  types  of  UFO's  will  attack  at  the 
same  time.  If  the  Triangle  shape  UFO  bombs  hit  the  ground,  it  will  create  a  hole  in  the 
ground,  forcing  you  to  jump  over  it- — jusHrke  the  main-botes  in  the  Moen's  surface. 

OVAL  UFO’S  are  located  and  fly  at  the  top  of  the  LCD  screen.  They  will  come  out  in  groups 
of  two  and  three  and  move  back  and  forth  on  the  screen  dropping  their  bombs  trying  to 
destroy  you.  You  must  speed  up  or  slow  down  your  tank  to  avoid  being  hit  by  the  bombs 
and  try  to  shoot  the  OVAL  UFO’s  with  your  top  gun.  It  will  only  take  one  shot  to  destroy 
each  ship. 


TWO  OVAL  UFO’S  ARE  A  COMPANY 
THREE  ARE  A  CROWD. 


TRIANGLE  UFO’S  are  located  and  fly  just  underneath  the  Oval  UFO  ships.  They  will  come 
out  in  groups  of  two  and  three  and  move  back  and  forth  on  the  screen  dropping  bombs 
(that  if  they  hit  the  ground)  will  create  a  hole  in  the  ground  forcing  you  to  jump  it.  Just  like 
all  the  UFO  ships,  you  can  shoot  their  bombs  with  your  top  gun  on  your  tank.  You  must 
speed  up  or  slow  down  your  tank  to  avoid  being  hit!  You  must  also  avoid  the  holes  that 
these  bombs  will  make.  It  will  only  take  one  shot  to  destroy  each  ship. 


THE  HOLES  THEY  MAKE  CAN  SWALLOW 
YOU  WHOLE. 


HALF  CIRCLE  UFO'S  are  located  and  fly  just  underneath  the  Triangle  UFO  ships.  They  will  also 
come  out  in  groups  of  two  and  three  and  move  back  and  forth  on  the  screen  dropping 
bombs.  Just  like  all  the  UFO  ships,  you  can  shoot  their  bombs  with  your  top  gun  on  your 
tank.  You  must  speed  up  or  slow  down  your  tank  to  avoid  being  hit. 

GROUND  ATTACKS: 

As  you  drive  your  tank  on  the  Moon’s  surface  there  are  several  obstacles  you  must  avoid  and 
shoot.  The  main  obstacles  are  holes  in  the  ground,  rocks,  boulders  that  can  be  stationary  or 
roll  at  you,  and  a  cannon  gunner  which  can  fire  at  you.  In  most  cases  you  will  have  to  shoot 
these  ground  attacks  to  destroy  them.  Some  ground  attack  objects  will  require  more  than 
one  shot  to  destroy  them.  This  will  require  you  to  carefully  time  your  shots  and  slow  down 
the  speed  of  your  tank  to  give  you  enough  time  to  get  two  shots  off  before  you  smack  into 
...the-ohject - 

SMALL  ROCKS  and  LARGER  ROCKS  will  be  strategically  placed  on  each  level.  Some  of  them 
will  be  before  holes  or  after  holes  in  the  ground.  These  rocks  play  a  major  part  in  the  difficulty 
of  the  game.  They  force  you  to  time  your  jumps  carefully,  so  you  don’t  smack  into  them. 

It  is  possible  for  your  tank  to  jump  over  both  the  large  and  small  rocks.  However  there  is  a 
degree  of  difficulty  in  doing  this.  Your  timing  must  be  perfect.  If  there  is  a  rock  just  before 
a  hole  in  the  ground,  you  will  be  forced  to  shoot  the  rock  —  because  if  you  jump,  you  will 
then  fall  into  the  hole!  Of  course  this  does  depend  on  the  actual  placement  of  the  rock 
before  or  after  the  hole.  If  the  rock  is  a  little  ways  before  or  after  the  hole,  you  can  conceivably 
jump  both  the  rock  and  the  hole. 

The  large  rocks  will  take  two  shots  from  the  straight  gun  to  destroy  them.  In  most  cases,  you 
will  have  to  slow  down  the  speed  of  your  tank  in  order  to  get  both  shots  off  before  you  hit 
the  rock.  The  small  rocks  will  only  take  one  shot  from  the  straight  gun  to  destroy  them.  In 
general  the  small  rocks  are  fairly  easy  to  avoid  —  but  depending  on  how  they  are  placed 
in  a  level  can  cause  some  major  problems. 


THE  ROCKS  ROCK  —  BUT  DONTYOU 
ROLL  IN  A  HOLE. 


While  rocks  are  stationary,  boulders  will  actually  roll  across  the  screen  at  you!  They  can  roll 
one  at  a  time  or  in  groups  of  two.  The  boulder  will  only  take  one  shot  to  destroy.  However 
if  they  come  at  you  in  groups  of  two,  you  will  have  to  slow  down  your  tank  in  order  to  have 
enough  time  to  take  both  boulders  out!  Boulders  can’t  roll  over  the  holes. 


DON’T  LOOK  NOW,  BUT  THAT’S  A 
BOULDER  PICKING  UP  STEAM  AND 
HEADING  YOUR  WAY. 


Cannons  are  stationary  and  are  usually  located  before  or  after  a  hole  in  the  moon’s  surface. 
The  cannons  will  fire  at  your  tank.  When  a  cannon  fires,  you  must  fire  back  to  counter-attack 
the  bullet  so  you  don’t  get  hit.  Then  after  you  counter,  hit  the  cannon’s  bullet  fire  again  to 
destroy  the  cannon.  If  you  wait  too  long  the  cannon  will  fire  again  and  then  you  must  counter 
hit  the  bullet  again. 


INTERCEPT  THE  CANNON  FIRE  WITH  FIRE  OF 
YOUR  OWN! 


Tank  you 

VERY  MUCH 

HOLE:  JUMPING  OVER  A  HOLE 

50  points 

SMALL  ROCK 

100  points 

LARGE  ROCK 

200  points  per  hit 

OVAL  UFO’S 

100  points 

HALF  CIRCLE  UFO’S 

100  points 

TRIANGLE  UFO’S 

200  points 

BOULDER 

200  points 

CANNON 

300  points 

Inserting  the  batteries 

To  insert  the  batteries,  have  an  adult  open  the  battery  compartment  cover  at  the  back  of  the 
game.  (Remove  the  screw  holding  the  battery  door  onto  the  back  of  the  game  unit  and 
remove  the  door.)  Insert  1  xGI  3A  OR  LR44  battery  or  equivalent  (Battery  unciuded)  as  shown. 

TO  ENSURE  PROPER  FUNCTION  : 

-  BATTERY  INSTALLATION  SHOULD  BE  DONE  BY  AN  ADULT. 

-  NON-RECHARGEABLE  BATTERIES  ARE  NOT  TO  BE 
RECHARGED. 

-  RECHARGEABLE  BATTERIES  ARE  TO  BE  REMOVED  FROM 
THE  TOY  BEFORE  BEING  CHARGED  (IF  REMOVABLE). 

-  RECHARGEABLE  BATTERIES  ARE  ONLY  TO  BE 
CHARGED  UNDER  ADULT  SUPERVISION  (IF  REMOVABLE). 

-  ONLY  BATTERIES  OF  THE  SAME  OR  EQUIVALENT  TYPE 
AS  RECOMMENDED  ARE  TO  BE  USED. 

-  BATTERIES  ARE  TO  BE  INSERTED  WITH  THE  CORRECT 
POLARITY 

-  EXHAUSTED  BATTERIES  ARE  TO  BE  REMOVED  FROM  THE  TOY. 

-  THE  SUPPLy  TERMINALS  ARE  NOT  TO  BE  SHORT-CIRCUITED. 


&&  Caution/defect  or  damage 


High  temperature  will 
destroy  the  unit. 

Do  not  leave  unit  in  direct 
sunlight. 


Do  not  press  the  liquid 
crystal  display  and  avoid 
heavy  shock  or  the  display 
may  fail. 


Do  not  use  a  pencil  or  pin  to 
press  the  RESET  switch.  Use  a 
ball-point  pen. 


Clean  only  with  a  piece  of 
soft  dry  cloth. 


Replace  battery  at  the  first  sign  of  erratic  operation. 

If  a  part  of  your  MOON  PATROL  KEYCHAIN  is  damaged  or  something  has  been  left  out,  DO 
NOT  RETURN  THE  GAME  TO  THE  STORE.  The  store  doesn't  have  replacement  parts.  Instead, 
write  to  us  at: 

Tiger  Electronics,  Ltd.  Repair  Center 
980  Woodte^ds  Parkway,  Vernon  Hills, 

Illinois  60061,  U.S.A. 

Please  include  a  note  with  your  return  explaining  the  problem  along  with  a  sales  slip,  date, 
place  of  purchase  and  price  paid.  We  will  do  out  best  to  expedite  your  return  promptly. 

90-day  limited  warranty 

Tiger  Electronics,  Ltd.  (Tiger)  warrants  to  the  original  consumer  purchaser  of  this  product  that  the 
product  will  be  free  from  defects  in  materials  or  workmanship  for  90  days  from  the  date  of  original 
purchase.  This  warranty  does  not  cover  damages  resulting  from  accident,  negligence,  improper 
service  or  use  or  other  causes  not  arising  out  of  defects  in  materials  or  workmanship. 

During  this  90-day  warranty  period,  the  product  will  either  be  repaired  or  replaced  (at  Tiger’s 
option)  without  charge  to  the  purchaser,  when  returned  with  proof  of  the  date  of  purchase  to 
either  the  dealer  or  to  Tiger. 

Product  returned  to  Tiger  without  proof  of  the  date  of  purchase  or  after  the  90-day  warranty  period 
has  expired,  but  prior  to  one  year  from  the  original  date  of  purchase,  will  be  repaired  or  replaced 
(at  Tiger’s  option)  for  a  service  fee  of  U.S.$6.00.  Payments  must  be  by  check  or  money  order 
payable  to  Tiger  Electronics,  Ltd. 

The  foregoing  states  the  purchaser’s  sole  and  exclusive  remedy  for  any  breach  of  warranty 
with  respect  to  the  product. 

All  product  returned  must  be  shipped  prepaid  and  insured  for  loss  or  damage  to: 

Tiger  Electronics,  Ltd.  Repair  Dept. 

980  Woodlands  Parkway, 

Vernon  Hills,  Illinois  60061,  U.S.A. 

The  product  should  be  carefully  packed  in  the  original  box  or  other  packing  materials  sufficient 
to  avoid  damage  during  shipment.  Include  a  complete  written  description  of  the  defect,  a  check 
if  product  is  beyond  the  90-day  warranty  period,  and  your  printed  name,  address  and  telephone 
number. 

THIS  WARRANTY  IS  IN  LIEU  OF  ALL  OTHER  WARRANTIES  AND  NO  OTHER  REPRESENTATIONS  OR 
CLAIMS  OF  ANY  NATURE  SHALL  BE  BINDING  ON  OR  OBLIGATE  TIGER  IN  ANY  WAY.  ANY  IMPLIED 
WARRANTIES  APPLICABLE  TO  THIS  PRODUCT,  INCLUDING  WARRANTIES  OF  MERCHANTABILITY  AND 
FITNESS  FOR  A  PARTICULAR  PURPOSE,  ARE  LIMITED  TO  THE  NINETY  (90)  DAY  PERIOD  DESCRIBED 
ABOVE.  IN  NO  EVENT  WILL  TIGER  BE  LIABLE  FOR  ANY  SPECIAL,  INCIDENTAL,  OR  CONSEQUENTIAL 
DAMAGES  RESULTING  FROM  POSSESSION,  USE,  OR  MALFUNCTION  OF  THIS  TIGER  PRODUCT. 

Some  states  do  not  allow  limitations  as  to  how  long  an  implied  warranty  lasts  and/or  exclusions 
or  limitations  of  incidental  or  consequential  damages,  so  the  above  limitations  and/or  exclusions 
of  liability  may  not  apply  to  you.  This  warranty  gives  you  specific  rights,  and  you  may  also  have  other 
rights  which  vary  from  state  to  state. 

For  more  information  about  Tiger  Electronics,  our  products  and  special  promotions,  please 
visit  our  Web  Site  at:  www.tigertoys.com 
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